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Foreword 


by Meghan McCarthy 


Writer and Executive Producer 


yifle Pony: The Movie is the story of a group of friends who, 

M faced with a daunting task. must for the first time leave the 

safety and familiarity of their home. The challenges they 

face on their journey are great, and their friendships are tested, yet in 

the end they not only achieve their goal but also help make the world 
a better place. In a way, it parallels the story of making the movie. 

That story begins with a group of people—whose friendships had 
been forged through the production of an animated TV series—being 
tasked with moving the characters that they, and the rest of the world, 
had grown to love to the big screen. They were all going on a journey 
with the Mane Six that they had not taken before, leaving the world 
of TV behind and making their way to theaters everywhere. It was 
exciting! And also tenifying. How do you stay true to alll of the attributes 
audiences had grown to love about the show but also make something 
that feels even bigger, even more fantastical, even more thrilling? 

You start by bringing together a core team of people who care 
very deeply about making a movie with something to say, and who. 
want fo put something out into the world that has real value. This 
team genuinely believes that “Friendship Is Magic." and their goal, 
as lofty as it may sound, is to use story and art fo help make the world 
a bit brighter. 

And then you lock them in a windowless room for hours on end 
with pencils and paper and whiteboards and markers and lots and 
lots of caffeine. 


You challenge their friendships through heated debates about 
whether a Cutie Mark should go on the fin or the body of a Seapony, 
about whether Pinkie Pie and Twilight get separated from the rest of 
the group or make the jump onto the pirate ship, and about what 
kind of coat an anthropomorphic cat would wear. 

You recruit immensely talented artists to join them on this journey, 
people who work tirelessly against insane deadlines to help make 
something whimsical and stunning and meaningful and worthy of 
the beloved Mane Six, who are the reason they are all there in the 
first place. You let those artists use their gifts to turn words on a page 
into worlds you want to visit and characters you want to know. 

You push everyone to their limits and make them question 
whether or not Friendship really is Magic and then you let them 
discover that. in fact, kindness. generosity, loyalty, honesty, and 
laughter are exactly what you need to tackle any situation—even 
‘fone as overwhelming as making a feature film. Then, of course, 
there's magic! 

Just like the heroes of our fictional tale, you watch them ultimately 
succeed and accomplish what so often seemed like an impossible 
goal, and then the world is changed. It's a bit more beautiful, or so 
we hope. 

Iwas lucky enough to have been a part of that story. Now, with this 
book in hand, you are lucky enough to see all of the extraordinary 
‘and “totally awesome" art that was created along the way. 


Introduction 


by Rebecca Dart 
Art Director 


y father used to come home from work as a computer 
M engineer with towering stacks of scrap paper. One 

side would have flowcharts and numerical data and 
the other side would end up covered with a child's scribbles—my 
scribbles, most likely of unicorns. 

AS a socially anxious child in the 1980s, unicoms and pegasi 
represented an unexplainable magic in the world, In the era of the 
Cold War, they were alight at the edges of a young girl's perception. 
They weren't just horses with horns, but shy, aloof creatures much 
like myself. Needless to say, | drew them often. 

With a love of fantasy and art, and after many years of drawing 
on that old scrap paper, | found myself working in the animation 
industry in the late 1990s in Vancouver, British Columbia, Canada. 

Then, in 2010, | was contacted by DHX Media, who | had 
been with for many years, and asked if | would be interested in a 
character design position for the second season of the My Little 
Pony: Friendship Is Magic television series. | jumped at the chance 
to work on a show that featured unicorns, pegasi, and ponies. 
Finally, all those years of drawing fantasy creatures and horses 
paid off. 

| didn't know much about the show when I started, but it made 
me so happy to find six well-defined and unique female characters 
with their own sense of agency. They went on thriling adventures 


and also dealt with problems at home. | realized this was something 


Rebecca Dart, age 15, with her painting of a goblin riding a horse jumping 
through an intercimensional portal, which took home the bive ribbon in its category 
‘ot the Ventura County Fair. 


Ink and watercolor drawing of a knight riding o unicom for a porade. 
Done at the age of 14. 


special—the philosophy of friendship and tolerance on this show 
was different from any other program | had worked on, and it is 
precisely that which the creative people who are a part of it hold 
dear to their hearts and believe is one of the main reasons for its 
success. The directors and other artists were a dedicated and 
supportive bunch and amazing to work with. Hairy the Bear was the 
first of many character designs | did for the show. 


When season five was announced | was asked to take over the art 
director position on My Little Pony. which allowed me to assemble a 
team of briliant artists who helped me continue building this world 
alongside the writers and directors. We figured out how to put Ponies 
in dresses, among other challenges unique to designing the world 
that inhabits this show. 

When a feature film was announced, it was very exciting to 
imagine seeing the Ponies up there on the big screen. When | got 
the job to art direct the movie | felt both joy and trepidation. | had 
never art directed a film before, but this was a chance to take the 
Ponies to a whole new level. It really was a dream come true for me. 

For the film we used Toon Boom's Harmony software for the 
animation. This allowed us to make the Ponies more volumetric 
and detailed. We wanted to stay true to their original designs and 
silhouettes, but we were able to make simple yet impactful changes 
to the characters, such as adding depth to their eyes and ears, the 
heart-shaped shadow under their hooves, and changing the line 
color based on the interior color of their manes and tails. This is most 


‘Sketches from an early story summit, created on index cards in a hotel room. 


evident in Rainbow Dash. My goal as art director was to keep to the 
DNA of the original series, but also to take it a step further and make 
the Ponies even more huggable. 

The environments we could paint in rich detail; however, it was 
our aim to not make this world realistic, but believable. That's an 
important distinction in the realm of animation. The Ponies go on an 
epic journey and we see many new, wondrous lands and locations 
that expand the world and hint at the fact there is much more to 
see and explore. 

The story went through many changes during production, as you'll 
see in this art book. It was an epic journey in itself to get the final story 
and look of this film, but I hope the end results are satisfying to all. 

From a young gitl looking up at the cheesy airbrushed fantasy 
posters on my bedroom wall, to art direction on a cultural 
phenomenon ...It's been a great experience, and I sincerely believe 
itis the artist's legacy to inspire others as you were inspired. 

That is my wish for this film. 

Now, go create something. 


Some detailed elements were added to the Pony 
designs specifically for the film. You'll notice that 
the Pony tongues in the movie are pink instead of 
orange, and the hooves have a heart shape. 


Art by Kelly Grupezynski 


The Mane Six 


MY LITTLE PONY: THE MOVIE brings Twilight Sparkle, Rainbow Dash, 
Pinkie Pie, Applejack, and Fluttershy to the big screen for their most 
exciting adventure yet. When the menacing Storm King invades Canterlot 
with plans to steal magic from the princesses, the very future of Equestria 
is at stake! Armed with nothing but determination, loyalty, and a 
bottomless bag of cupcakes, the Mane Six embark on an action-packed 
heroic journey that takes them beyond the borders of Equestria for the first 
time ever. The Ponies must travel far across magical mountains, through 
undersea worlds, and even on a swashbuckling airship in a thrilling race 
to save their home. Along the way they learn that heroes come in all 
shapes and sizes, that challenges are best met with friends by your side, 
and that there really is no force stronger than the magic of friendship. 
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Plus Spik' 


Twilight Sparkle 


TWILIGHT SPARKLE is the Unofficial 
leader of the Mane Six, and the hero 
‘of My Little Pony: The Movie. She is 
tireless learner, a patient friend, 
an obsessive organizer, and an avid 
reader. As the Princess of Friendship, 
it's Twilight's duty to make sure 
everypony feels like they belong by 
building and nurturing friendships all 
‘over Equestria. When the Storm King 
threatens to steal the magic from the 
Ponies, Twilight Sparkle’s leadership 
skills, confidence, and even her 
friendships will be pushed to the limit. 
Twilight Sparkle represents 
the Element of Magic! 


108: Animation references 
‘Art by Michaela Martin 
201TOMm: Animation references 
‘Att by Nicole “Nik” Martel 


Rainbow Dash 


RAINBOW DASH has one great passion: 
flying—FASTI Anypony who has ever 
seen this rainbow-haired Pegasus 
Pony in the air has been in awe of her 
speed, agility, and confidence. She's 
always up for a challenge and meets 
every adventure head-on. Despite her 
love for stirring up mischief, Rainbow 
Dash proves time and time again that 
she is a true hero and a true friend. 


Rainbow Dash represents 
the Element of Loyalty! 


Bubbly, spirited, and a total 
chatterbox, it's not unusual to find 
PINKIE PIE bouncing through the 
streets of Ponyville. Pinkie Pie is a 
party planner extraordinaire who: 
can cram a lifetime of fun into 
the blink of an eye. As the silliest 
Pony around, she brings laughter 
and levity to even the most serious 
situations, and her nonstop comedy 
will provide some much-needed 
laughter as she and her friends 
face their biggest challenge yet. 
Pinkie Pie represents 
the Element of Laughter! 


TOP: Concept designs 
of Pinkie Pie expressions 
‘Att by Maahir Pandie 
sorromt: Animation 
references 

Att by Jaqueline 


TOP: Eorly expressions to 

show Fluttershy's personality. 
She's quiet and not as crazy as 
Pinkie Pie, so we wanted 

to see how far we could go, 
Art by Maahir Pandie 

s01TOM: Animation references 


Fluttershy 


FLUTTERSHY is gentle and kind. 
Her sweetness and sincerity 
‘can charm any animal, from 
tiny woodland creatures to the 
most powerful, menacing storm 
creatures, making her an asset to 
her friends on all their adventures. 
Although she sometimes lacks 
confidence in herself, she has 
an inner strength that comes 

out when others are in trouble. 


Fluttershy represents 
‘the Element of Kindness! 


Applejack 
APPLEJACK is Ponyville's resident 
farm gall She lives just outside town, 
cat Sweet Apple Acres with her 
family. Applejack has come to be 
known as the most down-to-earth, 
resourceful, and dependable Pony 
around. Although Applejack can 
be a bit set in her ways, her friends 
know they can always count on this 
trustworthy Pony to come through 
for them when they need her most. 


Applejack represents 
the Element of Honesty! 


Jo: Head fits 
Art by Jaqueline Anderson 


BOTTOM: Concept designs 
Art by Mélanie Daigle 


ToP: Concept designs 
Att by Mélanie Daigle 
BOTTOM: Rarity scene-specific 
poses for animation reference 
Att by Katharine Henry 


Rarity 


RARITY is a beautiful Unicorn Pony who. 
has a taste for the finer things in life. 
Though at times she may seem like a 
bit of a diva, Rarity has a heart as pure 
as gold. She's much more at home 
in her boutique designing gorgeous 
fashions for her friends than she is on 
epic adventures, but her friends know 
that Rarity always shines brightest 
‘when she's helping others. Rarity's 
generosity will earn her a new friend 
for life in My Little Pony: The Movie. 


Rarity represents 
the Element of Generosity! 


Spike 


Under orders from Princess Celestia, 
SPIKE the Dragon joined Twilight 
Sparkle when she relocated from 
Canterlot to Ponyville. He has an 
incurable crush on Rarity and an 
insatiable appetite for sparkly gems. 
While Spike is the fire-breathing type 
of dragon, he does not resemble 
his fearsome reptilian brethren 
found throughout Equestria, 
and his origins remain a mystery. 
Found orphaned as an egg and 
accepted by Ponykind, Spike is 
uncertain of his destiny but resolute 
in his devotion to Twilight Sparkle. 


Early poses for Spike fo show his expressions. 
Art by Jaqueline Anderson 


TOP: Animation references 
Original poses by lead 
animator Daniela Fischer 
with drawover notes 

by director Jayson Thiessen 
20TTOM: Drawthroughs to 
show how Rainbow Dash's 
tall goes behind things, as 
welll as a wingspan reference. 
Art by Katharine Henry 


TV ART 


Horn is wider Repunted oes 


More thick lines 


Hair is more angular 


MOVIE ART 


Horn is narrower Polited oars 


Inner ear shape is different 
Lines are thinner 
Movie eyes have 
sparkles and 
transparent 
highlights 


‘ Shadows and highlights 
were added to the color 
—— versions of the Ponies for 
the fim, enhancing the 
original designs. 
Hair is less angular 


Less iris detail in 
black and white 


For the feature film, we thinned out the lines because the thicker, cartoonier 


lines weren’t working with the new movie character changes. The lines had 


to be adjusted for far, mid-, and close-up shots for the best possible results. 


REBECCA DART, ART DIRECTOR 


From Small Screen to Big Screen 


by Rebecca Dart 


Art Director 


he Ponies look deceptively simple, but don't let those 

round shapes and big eyes fool you: their design is filled 

with nuances. It's actually very difficult to keep them what 
in animation we call “on-model," meaning that the characters look 
like themselves and maintain their volumes no matter which angle 
they are viewed from or what expression they are making. We as 
humans are so good at pattern recognition that if a character 
we know and love is even slightly off in their appearance (such as 
having their eyes a tiny bit farther apart than usual) we can instantly 
tell something is not looking right. With simple characters there isn't 
a lot of superfiuous detail to hide these mistakes. 

Bringing the Mane Six to a movie style created a lot of questions, 
the prime one being: how far can we push the designs? Our 
original versions were highly rendered. and this proved not only to 
be difficult technically, but aesthetically it made the Ponies look 
like bug-horses. Rendered too realistically the Ponies start to skip 
into the “uncanny valley.” that point at which they go from being 
cute cartoon characters to uncomfortably a little too real. It was 
a matter of finding that balance of making the Ponies believable 
without completely losing the pleasing graphic nature of their 
original designs. 

An example of this is Twilight's tail. Using Toon Boom's robust 
animation software Harmony, we could add more dimension and 
volume to the Ponies than in the Adobe Flash builds. In the more 


graphic television show, Twilight's tail looks flat and card-like. This 
works great for the show, but for the film we could give her tail depth, 
as if the strands of hair were cut like a bob. This also allows for more 
movement and range by the animators, who could render her tail 
bouncing and blowing in the wind in a more realistic manner. 

Another change was the Ponies' eyes. We wanted to give the 
eyes shimmer and intensity, so we added extra sparkles to the iris 
and color to the pupil. It’s important to note that images are viewed 
differently in the theater. A small detail on a character can be three 
feet tall on the big screen during a close-up. The hard-edged white 
highlights were coming off as too harsh, so we gave them a slight 
transparency and blur with a cyan edge to soften their look. We 
found that changing the shape and size of the highlights changed 
the look of the characters too much, but we could work within 
those boundaries. 

One of the design aspects animals have that humans don't is 
their very expressive ears. Giving the Ponies’ ears a fold allowed 
them to swivel and point like those of real ponies. This improved the 
breadth of emotions they would be able to express. 

In the end, everything is in service to the characters and the 
‘animators. It's their personality and emotion that makes us feel what 
they feel. Our characters need room to express themselves without 
the clutter of unneeded detail. It's easier to go too far and then pull 
back, and you just instinctively know when you hit that sweet spot. 
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Character Design 


Body Line: 166 - 107 - 191 
Body Fill: 209 - 159 - 228 
Body Shadow: 170 - 120 - 189 


Ear Gradie 


: 197 -130- 199 
Hair Line Blue: 22 - 34-74 


Hair Dark Blue: 31-45-92 
Hair Dark Purple: 82 - 36 - 110 
Hair Dark Pink: 190 - 54-113 


Eye Outline: 166 - 107 - 191 

Iris Dark: 53-21 - 94 

Iris Light: 157 - 72 - 173 

Eye Highlight Dark: 182 - 104 - 214 
Light: 212 - 159-225 


White Highlight Outline: 166 - 137 - 183, 
White Highlight: 217 - 199 - 227 


Twilight's color breakdown 
Art by Rebecca Dart 


For the feature film, the characters 
became more volumetric overall, meaning 
they have more of a roundness and 
softness for the 360° world of Equestria and 
beyond that we created for the movie. 


Ears: Giving the ears more depth allows 
for more expression, and we could add a 
bit of blush inside the ears as well to give 
them even more life. 


@ CM Pink: 236 - 68 - 140 


CM White: 249 - 243 - 251 


Hair Line Purple: 55 - 24-73 7% 
Halr Line Pink: 142. 41 - 83 

Hair Fill Bl 

Hair Fill Pur 

Hair Fill Pink: 237 - 67 - 141 


xt} 
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lines: The feature Ponies have thinner 
lines as well as more color changes in 
their outline. One thing we could not 
do for technical reasons was have a 
gradient along the length of their lines, 
so lines had to be solid colors. There 
were also subtle changes made as the 
characters went through builds; for 
instance, the interior lines of Twilight's tail 
where it is cut off had to be removed to 
make the rig lighter for animation. This 
actually happened to be more visually 
appealing, once again proving the old 
artists’ adage that “less is more.” 


Tail back view 


Feature Twilight Colour Swatch 
Feb 29, 16 


Flash Build Version 


Color: For the Ponies we used the original 
RBGs from the Flash files to keep their 
colors true to the show; however, we were 
able to add shadows and the hoof shape 
under the feet. Another aspect that was 
changed from the television series was 
the orange tongue. For the film we took 
advantage of a chance to make it a 
more natural pink color. 


Early movie designs above TV designs 
Art by Angela An 


This was an early pass from when 
we were trying to figure out what 
a feature film version of the Mane 
Six would look like. We realized 
pretty quickly that we had to pull 
way back from these and simplify 
their designs. 

— ANGELA AN, CONCEPT DESIGNER 


FEATURE RAINBOW DASH %) eerie 
oe 


(CUTIEMARK: YELLOW 255233107 
RED 2366568 
ive soteza13 


Rainbow Dash's color breakdown 
Art by Rebecca Dart 


Character Design 


For the movie we could 
give Rainbow Dash's 
mane and tail colored 
outlines versus the blue 
outline from the television 
show. We could also step 
up her wing design. 


— REBECCA DART, 
ART DIRECTOR 


Character Design 


wamnu2s76sie FEATURE Fal ERIE 


HAR SHADOW: 22459135, 
HAR LINE: 190-28-121 
BODY FLL: 246-183-210 
BODY SHADOW 243-165-201 
AR 


Flash build 


go ENTUBE FLUTTERSHY 


Get 21st, 201 


Flash Build 


0G Flash Bull 


A general observation | had while working on the designs was just how closely the 
departments must communicate to keep designs working. Props and characters 
were constantly changing so they would animate with relative ease or could be 
made into a toy or figurine. Several characters had to have legs or necks thickened 
so the plastic wouldn't break if they were made into toys. 


—MICHAELA MARTIN, DESIGNER 


FEATURE SPIKE iowa 
Febieth 2016 Qe ee 


fartne 22-20-08 
cra 6:307-95 Oem Oo 


2 Seles 31-76-12 em Openy 


Art by Rebecca Dart 


Look Targets 


/ 
ry a 
4 
£ > and ther 
all the lighting and s 
= a Comp would then t 
~ eference and try to match it as rr 
é ssible. The cc osition tear 
character shadows and color shifts to me 
the character in the environment 
etter. They also add motion blurs, lens flares 
swirling dust motes in sunbeams—basically, 
eal they make everything beautiful. 
— REBECCA DART, ART DIRECTOR 
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Turnarounds and Drawovers 


BACK 7.5/8R 


Art by Maahir Pandie For each of the characters we had to draw robust technical tumarounds for animation reference. A 2-D character has to 
be visualized at all angles without losing volume. This is quite difficult and often called the “math homework of animation: 
design." but it is absolutely necessary and an important skill to have as an artist. 

— REBECCA DART, ART DIRECTOR 


LEFT-TOP: 3-D character design sheets of Storm Guard and Grubber (Photoshop. Maya) 


LEFT-BOTTOM: 3-D sculpt of the Storm King (ZBrush) 
RIGHT: Textured 3-D model of Canterlot Castle (Maya) 


BOTTOM: Early 3-D model of the pirate ship (Maya) 


The film emphasizes traditional animation and design, 
and is supported throughout with modern 3-D solutions. 
All of our 3-D assets, from small hoof-held props to 
giant flying pirate ship sets, were modeled, painted, 
and animated to live in the worlds established by our art 
and animation directors. 
Even most of our characters were built in 3-D. Originally 
used by artists as drawing references, we later used them 
to pre-visualize almost every shot in the movie! 


— MASAKI JEFFREY, CG SUPERVISOR 


Ad 


Animation joint references 


Design would have to provide joint reference for the 
Harmony builders. The joints where the limbs bend 
would always have to be built around a circle, 

so that meant no pointy elbows for the characters. 
Often designs would have to go through subtle 
changes to facilitate ease of animation. 


— REBECCA DART, ART DIRECTOR 


Equestria Concepts 


Art by Laura Bifano 


At the beginning of the film the Ponies are throwing a huge 
Friendship Festival in Canterlot for all the Ponies of Equestria. 
The Ponies are prepping Canterlot by putting up decorations, erecting 
tents and booths to sell wares from many lands, and essentially 
turning it into a huge fairground. We wanted to create a festive, 
happy atmosphere to counterbalance the Storm King’s arrival. 
—REBECCA DART, ART DIRECTOR 


Art by Alexia Tryfon 


Art by Danielle Powers 


Equestria Concepts 


Ponyville B. Castle/Town on Hill 


A. Castle/Town in Valley 


MLP Friendship Castle Art by Danielle Powers 


Equestria Concepts 


ABOVE: Castle 
Art by Laura Bifano 


RIGHT: Early version of Canterlot 
Art by Danielle Powers 


We wanted to take the design language 
of Canterlot from the TV show but 
expand upon it and make it more city- 
like. The story needed a large area for 
most of the action to take place, so we 
added a large basilica in front of the 
castle that is slightly horseshoe shaped. 
We also wanted to keep the waterfalls 
that are so iconic to Canterlot. 

— REBECCA DART, ART DIRECTOR 


Art by 
Danielle Powers 


ABOVE: Throne room concept 
Art by Laura Bifano 


FT: Hallway painting 
Art by Alexia Tryfon 


When | designed the stained glass windows for the antechamber and 
throne room, | watched the TV show to pick up details on each 
character and the story lines. Some of the stained glass windows were 
just updates to the old windows, but some had to have a little more 
‘about the character. 

For example, Luna's window was designed to show the story of how 
the Mane Six Ponies helped her to forgive herself and trust the Ponies, as 
it happened in the television series (season 5, episode 13). 

Overall we wanted to include little details, or “Easter eggs.” in the 
movie for the fans, adding a little secret element for them to look for, as 
if they were part of the journey with the Mane Six Ponies and Spike. 

The reference used for the finished texture of the windows was 
inspired by the those of the famous cathedral La Sagrada Familia, and 
how its architect, Gaudf, used watercolor to paint what he wanted the 
windows to look like. With that in mind, | used a watercolor texture to 
bring that same look to our stained glass windows, and I referenced 
Gaud's designs to create what we have now. 

—ALEXIA TRYFON, CONCEPT DESIGNER 


Ponyville 


Art by Dennis Venizelos 


a 


Art by Luke Buxton 


Canterlot 


During early explorations of how Canterlot 
could be represented in the film, | looked for 
inspiration from Indian, Greek, and Russian 
architecture—perhaps a little too ambitious, 
but a fun exercise to “plus up” the existing 
designs from the series. Art nouveau curves 
and shapes were always at the forefront of 
Canterlot's design, however. 

| had fun imagining how a city could be 
built against the side of a mountain with 
massive waterfalls forever magically flowing 
around them. | think we all agreed it would be 
highly impractical outside of fantasy, as the 
resulting mist would have a majority of the city 
completely soaked! 
— LUKE BUXTON, BACKGROUND DESIGNER 


We wanted to explore where the 
Ponies came from for all the different 
lands and cultures. They were all 
bringing their cultures to the festival. 
So you can see that the Pie family are 
rock farmers and that Manehattan is 
basically New York City. The Apples 
raise apples, so all their contributions 
are apple based: apple pies, the apple 
bob, etc. 

— REBECCA DART, ART DIRECTOR 


Art by Laura Bifano 


Denizens of Canterlot 


Princess ; 
Celestia Princess 
Cadance 


Ae Ae teded oo |. 


Art by Katharine Henry 


y )) —arimation reference 


Art by Michaela Martin: 


When | asked Sia what Songbird Serenade's cutie mark should be, she said, 
“Oh, | want a rainbow, a heart, a cloud, and some rain.” So | made five 
versions and sent them over and she picked the one she liked. 

— REBECCA DART, ART DIRECTOR 


Songbird Serenade 


SONGBIRD SERENADE, Equestria’s 
biggest pop stor, is also the headliner 
for the Friendship Festival in Canterlot. 

Songbird's fame and talent are 
unmatched—she has an angelic voice 
and uses her incredible musical talents 
to celebrate the magic of friendship. 
This diva also happens to have a 
deep belief in the values about which 
she sings—she's quick to donate her 
time and energy to any good cause 
and is always wiling to give back to 
her adoring fans. That is what makes 
Songbird Serenade the most beloved 
celebrity in all of ponydom. 


TOP: Tempest expression sheet 
Art by Maahir Pandie 

BOTTOM: Tempest poses 

Art by Rebecca Dart 


Tempest Shadow 


TEMPEST is a Unicorn from Equestria 
who has lost her way (and her magic) 
and joined the wrong side of the 
fight, acting as a henchpony for the 
Storm King. Jaded, angry, and feeling 
* betrayed by her friends in Equestria, 
Tempest has become the Storm 
* King's second-in-command and chief 
bounty hunter, tasked with tracking 
down and capturing the Mane Six. 
She has agreed to this mission in 
exchange for reinstating her magic. 
With one of the strongest story arcs 
* in the movie, Tempest learns the true 
* power of the magic of friendship. 


Tempest Concepts 


In the original story Tempest wasn't a 
villain, more just a wild Pony who left 
Equestria and was living on her own 
in the wastelands. 

— REBECCA DART, ART DIRECTOR 


Early designs 
Art by Laura Bifano 


Tempest Concepts 


“COSMOS” 


Rough Concepts 


Cosmos Exploration 


Cosmos Explorations May 27, 2015 
April 24 
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Att by Rebecca Dart 


When we were exploring Tempest’s look, originally she was composed 
of parts of different animals, but she later evolved into the Tempest you 
get to know now. 

— REBECCA DART, ART DIRECTOR 


Tempest Concepts 


We were thinking that maybe 
when Tempest first gets revealed, 
she would be wearing a “minion 
cloak" to blend in with the minions 
as well as hide her unicorn identity. 
These were some of those designs. 
— ANGELA AN, CONCEPT DESIGNER 


Art by Angela An 
“COSMOS” ARMOUR 
Erin age SSE 
» i “Cosmos” was a placeholder 
Rieck ike tre stom King? ~ name for Tempest. Early on she 
was a "he" and was Celestia's 
brother. As Cosmos evolved into 
Tempest the armor and look 
evolved too. At first you didn't 
know Cosmos was a Pony. It was 
‘Art by Rebecca Dart a reveal later, so the armor was 


COSMOS ARMOUR CONCEPTS 
Oct. 12th, 2015 meant to obscure the Pony form. 


~— — REBECCA DART, ART DIRECTOR 
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Grubber 


GRUBBER, a pug-faced hedgehog 
soldier, hails from a tribe of hardened 
wariors. Unfortunately for Grubber, he 
lacks the size of his kinsmen. But that 
doesn't stop him from talking tough like 
the others. He's earned his place of 
honor as the assistant to the nefarious 
Storm King through his wisecracking 
and cunning. Though he’s equally quick 
with a joke or a battle strategy, he'd 
probably be much happier just relaxing 
in the sunshine with some tasty treats. 
At his core, Grubber is just a good guy 
put into a bad situation. His constant 
comedy and banter make him one of 
the standout characters in our story. 


My puppy was in her “terrible 
twos” phase at the time I 
was designing Grubber. ’'m 
fairly certain her personality 
influenced the way I saw him. 


ANGELA AN, CONCEPT DESIGNER 


Grubber's design was very much driven by his bratty, smart-mouthed 
personality. | thought a trash can-style mouth was clearly what he had, 
‘and | think everyone knew that he was the runt of the litter. 


— ANGELA AN, CONCEPT DESIGNER 


Tempest’s Skiff 


Designed by Michaela Martin 
and painted by Luke Buxton 


This is Tempest's skiff rendered out to see what the texture might look like 
in the film. Once the design was pretty much finalized, we painted it so 
that 3-D could have a good reference when they textured it. Tempest’s 
skiff went through a great number of changes, and it’s quite interesting 
to see the comparison between the early stages of development and 
the final design. 

—MICHAELA MARTIN, DESIGNER 


Ireally liked having a gradient on the sails. It was a nice way to work in 
some color on a dark, menacing ship. Att by Michaela Martin Art by Christine Choi 
— CHRISTINE CHOI, CONCEPT DESIGNER 


We looked to design Tempest's stiff around her color scheme and hav Eatly drafts for Tempest's airship looked like a fish skeleton with vertebrae 


it bolster who she is as a character: cold and calculated. We wanted | down the back. 


her ship to contrast the warm, earthy tones of the pirate ship the Ponie Originally there was a glider on the ship that the Ponies used to 
land on, Cold metal beams, a minimalist deck, and harsh angles helpe escape. You can still see the design element here. 
sell that this was her combat ship. The front was designed to ram and then hook on to other airships. 


— LUKE BUXTON, BACKGROUND DESIGNER — REBECCA DART, ART DIRECTOR 


The Storm 
King 
THE STORM KING is the evil 
and iron-fisted ruler of all the 
lands south of Equestria. He 
spent the past several years & 
expanding his empire, and now 
he has his sights set north, on 
Equestria. Loud, angry, and 
alittle bit crazy, he has 
defeated all potential 
threats to his kingdom with 
his vast army of fearsome 
Storm Creatures. 


Art by Nicola Catena 


Art by Laura Bifano 


In early concepts by Laura Bifano that were really great, the 
Storm King was more elemental, like an actual storm. Then 
he was more wolf-like, like the bringer of storms. 

Eventually he became bipedal and advanced. There was 
a sense that he sees himself as more advanced because 
he's the only biped among beings with four legs, and then 
we were designing him more like a baboon or a yak. 


— REBECCA DART, ART DIRECTOR 


Art by Joy Ang 


Storm King Concepts 


Storm King Concepts 


Seas 


Storm King 


EMT as.25 


Art by Jose Lopez R 


The Storm King’s design was inspired by iconic figures from 
classic films that director Jayson Thiessen thought were 
good references for the character's personality. 

The interesting thing about the early concepts 
and approach to designing the Storm King was the 
freedom to draw him in my own particular style. My Little 
Pony has a very graphic look, but we wanted 


Storm King Concepts 


to let the first sketches showcase his personality and vibe 
before we worried about how he fit with the rest 
of the characters. 

Making sure he could transition from an anthropomorphic- 
looking character to an animal walking on all fours was a 
bit of a challenge, but | think he worked out great. 

—JOSE LOPEZ, CONCEPT DESIGNER 
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Storm King Prologue Idea 


The prologue for this film went 
through many different versions. 
There was one idea where we 

see the Storm King overthrow the 
Arimaspi King; this would show the 
scope of his might. Another idea was 
to show how the Storm King acquired 
the staff he uses fo summon the 
super storm. In that version, which 
was storyboarded, he steals it with 
the help of Tempest from an aged 
Scorpan, who is a character from the 
original series and the brother of Tirek. 
These concepts were abandoned for 
amore elegant, beautiful prologue 
that would help introduce Equestria 
to those who aren't as familiar with 


the world. 
Art by Angela An 
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— REBECCA DART, ART DIRECTOR 
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Art by Alexia Tryfon 


Storm King Minions 


Art by Angela An 
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Destruction of Canterlot 


Art by Tony Cliff 
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Art by Christine Choi 


Many of the designs and environments that we spent days or weeks creating early 
on would get cut for changes in the story later, which was hard, but we would 
always reassure each other with, “Well, at least there’s the ‘Art of’ book!” 


—MICHAELA MARTIN, DESIGNER 


Beyond Equestria 


Art by Luke Buxton 


In earlier versions of the script, the travel montage sequence was lengthier, and we wanted 
to show a lot of epic imagery to illustrate the Ponies’ journey into a more treacherous and less 
familiar space. It was so fun imagining the Mane Six and the many adventures we could hint 


at them having as they traveled farther than they ever had before. Oversized scary forests, 
ancient fallen civilizations, and deep rivers hosting massive creatures were just a few of the ideas | 
explored in my designs. 


— LUKE BUXTON, BACKGROUND DESIGNER 


This is one of the earlier illustrations showing the Ponies exploring 
a vast forest beyond their hometown. Early on in the story, 

the Ponies had to trayerse the forest to get to Klugetown. 

| remember one of the main focuses when designing the 

forest was size contrast—the Ponies needed to feel small and 
overwhelmed by their strange and somewhat intimidating 
sufoundings. | especially enjoy Rainbow Dash standing on the 
huge mushroom—it really helps add to the sense of scale. 


—MICHAELA MARTIN, DESIGNER 
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Art by Luke Buxton 


Klugetown Concepts 


Art by Alexia Tryfon 


Art by Alexia Tryfon 


Klugetown Characters 


The residents of Kiugetown were a blast to work 
‘on. When designing them, we had to base their 
anatomy off of only three or so body types. 

This was so it would be easier to build them for 
animation. These are some of the earlier designs, 
‘only a couple of which made it into the movie. 
We had a lot of freedom with the designs early 
on—I enjoyed designing characters based on 
jobs they might perform in the town. The owl 
character might be a vagabond, the frilled lizard 
sold grubs, the cassowary could be a mercenary- 
type character. Some don't have any purpose 
and were designed just to be ordinary townsfolk 
going about daily business. We wanted everyone 
fo have a worn-out, tough appearance to 
match the look of Klugetown. 

Most of the Klugetown characters were 
designed to feel intimidating and scary to the 
Ponies, adding to the feeling of them being so 
lost and out of place in the town. Playing with 
size and different features was very fun—the 
dull, toned-down colors of the other characters 
helped the Ponies stand out from the crowd. 

The Klugetown inhabitants needed to match 
their run-down town, so another focus was 
coming up with clothes and accessories that fit 
the environment. 

Designing characters that could be easily 
animated was a key focus while creating them, 
and some ideas were cast aside because 
animation would have been overly complicated 
(some characters with large horns were 
scrapped for this reason). 

—MICHAELA MARTIN, DESIGNER 
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TOP: Art by Joey Mason 
BOTTOM: Art by Jaqueline Anderson 


In an earlier version of the story, 
immediately after leaving 
Equestria, the Ponies met two 
characters named Needy and 
Greedy. In the current version, 
Greedy, the mole rat, is named 
Verko, who comes to buy the 
Ponies from Capper. Needy is 
TOP AND s0TTOM: Art by Elizabeth Chen the little guy Capper sends to 
go fetch him. 
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When designin: 


Klugetown, we aimed to make it an antithesis of 


orts 
and sI 


salvagt 


— LUKE BUXTON, BACKGROUND DESIGNER 


Art by Luke Buxton 


Klugetown City Streets 


Art by Luke Buxton 


Art by Alexia Tryfon 


Tavern creatures 
Art by Steve Prescott 


When developing Klugetown we tried to push the design, to the 
degree that at one point we had the skeleton of a dragon impaled 
on a sharp mountain as the townpeople harvested its crystal heart. 
Needless fo say, this was a bit too far for the My Little Pony universe, 
but it was fun taking the concept all the way and then bringing it 
back to what we have now as Klugetown. 

— ALEXIA TRYFON, CONCEPT DESIGNER 


Art by Alexia Tryon 


Art by Christine Choi 


vas actually given of freedom to draw in my yle, w oug t ould progress to n k and forth 
ent from the My Little Pony look. Later, th that the ort 
liked were retrofitted into the My Little Pony style. whic! worked mainly on the tavern 
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acted by trying to match the My Little Pony style while c but it was definitely fun to di 


general, the art directors would send me a write-up want — CHRISTINE CHOI, CONCEPT DESIGNER 


Art by Joy Ang 


Capper 


CAPPER, a smooth-talking (and 
singing) con artist, was once a swanky 
aristocrat living the high life with pride 
and dignity. That is, until the Storm King 

came to power. A deal gone wrong 
left Capper penniless and in lifelong 
debt to the Storm King. To make ends 
meet he relies on his wit and charm, 
distracting unsuspecting victims from 
his quick hands and swift tail. Capper's 
crimes aren't driven by malice. At 
his core, he feels a deep insecurity 
at his fall from grace, and believes 
his appearance dictates his status. 


Art by Katharine Henry 


Drawn on the flyin 
animation reviews for 
expression reference. 
Art by Jayson Thiessen 


Capper Design and Name 


Capper was originally called Mendax, which is Latin for “liar” or 
“lying.” Basically the idea originally was that Capper's hiding a 
part of himself he doesn't like, and then Rarity would find if and 
make him see how beautiful that part of him actually is. Then 
he could finally be happy with his own appearance and self. 
In the story his tail had a life of its own, always showing his true 
intentions behind his back while he’s being a happy-faced 
con man up front. The tail used to have its own personality, 
and you can see here that it kind of had a face and a mout 
Later we settled on a sort of alley-cat appearance for him 
instead of a fox. 
— REBECCA DART, ART DIRECTOR 
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Art by Rebecca Dart 


Capper’s House 


Ast by Luke Buxton 


In the end, 


— LUKE BUXTON, BACKGROUND DESIGNER 


Capper’s House 


Art by Angela An 


bolster him: 


jpper's house is built hull o' , SO the 


— REBECCA DART, ART DIRECTOR 


Capper’s House 


Att by Luke Buxton 


Klugetown Airport 


Art by Christine Choi 


Klugetown Airport 


Art by Luke Buxton 


Art by 
Luke Buxton 


Pirate Airship Escape from Klugetown 


Even in the earliest version of the 
script, the Ponies escape on an 
airship. It changed from them 
being stowaways on Tempest’s 
Gir skiff to a dramatic scene that 
ended with them landing on the 
pirate ship. 

— REBECCA DART, ART DIRECTOR 


We wanted the look of the ship 
to resemble its feathered crew. 
The “beak” of the ship used to 
have a very different look—more 
pointy and sharp. This was later 
changed to resemble a parrot 
beak because the pirate designs 
were finalized as parrots. The 

sails were changed in a similar 
manner, going from relatively 


simple design and muted colors 
to the bright. colorful wings in the 
final design. 


— MICHAELA MARTIN, DESIGNER 


‘Att by Tony Clif 


Captain Celaeno 


Once brash and bold explorers, 
CAPTAIN CELAENO and her crew 
‘are now relegated to serving as 
mere messengers for the Storm 
King. But all that changes when 
Captain Celaeno discovers the 
Ponies aboard her ship. They remind 
her of how awesome she once 
was and inspire her to retum to 
her adventurous and courageous 
ways. In the end, the captain and 
her crew play a vital role in helping 
Princess Twilight and her friends save 
Equestria from the Storm King. 
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The pirates were originally purely 
villains in the story. But in the end 
they were a much bigger part of the 
plot and became much friendlier. 
re Vv S 4 — REBECCA DART, ART DIRECTOR 
Raat The pirates went through quite a few 
variations before we settled on their 


final design. They originally looked 


landed on the idea of parrots, since 
they are often depicted with pirates, 


Captain Celaeno Boyle Ux Spite Murdock Grin pretty villainous and intimidating, and 
and the bird aspect would go along 
with them flying in an airship. 


so needed to be changed to look 
more friendly as their storyline was 
altered. At one point, we toyed with 
E the idea of them resembling dogs 
(salty sea dogs), monkeys, and other 
various creature ideas. We finally 
Each of the crew members is 
Pirate crew missing a body part, something 
ali aanaaniadianaa that was fun to work around and 
also helped them look similar while 
providing some visual variance. 
—MICHAELA MARTIN, DESIGNER 
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Art by Nicola Catena Art by Maahir Pandie 


We wanted the creatures outside of Equestria 
to be completely unique and unrecognizable 
compared to other creatures in existing fairy 
tales or mythology. The pirates went through 
quite a few evolutions before they became 
what you see in the film. Originally they were 
these terrifying half dragon, half bird-type 
creatures, and it was a lot of fun brainstorming 
and playing with shapes and parts of animals, 
trying to define these creatures. Sometimes 
Jayson would be inspired by a specific animal 
part, and that would inform the rest of the 
design, or a character's personality would 
really drive the direction of their look. | thought 
the Captain's leg, for example, because she 
is a pirate based on a bird/dragon, would 
look great if it was a large, sparkly crystal. 

She obviously saved the best piece of the 

pie for herself. 

— ANGELA AN, CONCEPT DESIGNER 
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Pirate Airship 


Art by Christine Choi 


Pirate Airship 


Art by Michaela Martin So many ideas were both scrapped and 
created because the designs ultimately 
had to work in the 3-D software. 


— MICHAELA MARTIN, DESIGNER 
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Pirate Airship 


(\ Harpy Ship 


+ some wrought iron braces with 
a tiny bit of flair will keep 
a slight bit of medieval feel 
and not be too straig 
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CHRISTINE CHOI, CONCEFT DESIGNER 


Art by Steve Prescott 


Pirate Airship 


Production art for toy design 
based on the airship 


Ponies in pirate costume 


Art by Kelly Grupezynski 
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Pirate Airship 


Interior comer of the pirate airship 
Background by Luke Buxton 
Portrait by Angela An 


Deleted Scenes 


The mud troll characters aren't in the movie. Originally the Ponies met them after escaping from the pirates. 
Art by Tony Cliff 


The mud trolls were characters 
in very early versions of the 
script. They were a bunch of 
bullies that tried the patience 
of the Mane Six. As the story 
progressed they lost their 

place in the Ponies’ journey, 
but there were some amazing 
designs done for them and their 
swampy home. 


Mud trot Mud trot and city 
LEFT: Art by Jose Lopez RiGHr: At by Steve Prescott Ast by Dennis Greco — REBECCA DART, ART DIRECTOR 


Mount Aris 


Hippogriff Castle 


Pony getaway plain 
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ony kingdome 


‘ waterfall (slide & secret tunnel to sea pony kingdome) Prison 


Art by Alexia Tryfon 


This map was created as a guide to assist in clarifying the story 
layout from the time the Ponies journeyed from the Hippogriff 
Kingdom to the Seapony Kingdom where they (in an earlier story 
version) were imprisoned. 

—ALEXIA TRYFON, CONCEPT DESIGNER 


Mount Aris 


Art by Denise Greco 


Art by Alexia Tryfon 


Mount Aris 
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anted the architecture in the Hippogriff Kingdom to reflect the : r of its inhabitants. 


We also wanted to include little ails that showed the story of how their city develc and grew. 


— ALEXIA TRYFON, CONCEPT DESIGNER 


Mount Aris 
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The Hippogriff Kingdom is a world entirely created by the Hippogriffs. In 


Art by Alexia Tryfon 
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order to design their main city, | first needed to understand who they were 
and reflect their history, their lives, and the magic they hold. We regarded 
the Hippogriffs like elves—beautiful, graceful, tall, and powerful. 

The homes of the Hippogriffs were built using a base of basalt stone. They 
would use their magic to pull the branches off trees and have them grow 
into homes. We found great reference for these architectural elements in 
art nouveau, while the royal entrance to the Queen's castle had a focus 
on elements of art deco, giving the visitor a feeling of power and elegance. 

The city was to be built out of basalt rising up into the clouds, so we 
researched Reynisfjara Beach in Iceland, and the Giant's Causeway in 
Northern Ireland. The beauty of the hexagonal basalt columns creating 
caves and steps along the beach and up to a hill was a great influence in 
the design of the castle. 
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| would make an inspiration board that would best reflect the colors of the 
land, the architecture, the lighting, and the mood based on the script once 
we understood the architecture and characteristics of the Hippogriffs. 

There were even gates | designed that were at the base of the mountain 
(which the Ponies initially were afraid to walk through, worried they may be 
cursed) that we later used as the entrance to the city at the top. 

1 also created a number of designs for the city/castle at the top of the 
basalt mountain, something that would be recognized from afar. | was 
looking for an architectural mix between the Hippogriffs and the basalt and 
we finally landed on the basalt wings wrapping around the mountain with 
the beacon of the Queen of the Hippogriffs at the top creating an iconic 
structure. Ultimately it was a metaphor that she was protecting her own and 
guarding her people with giant basalt wings around the mountain. 
—ALEXIA TRYFON, CONCEPT DESIGNER 


Mount Aris 


Art by Alexia Tryfon 


‘Mount Aris is the mountain that the Hippogriff Kingdom is built on. The design of the stones 
and the stone formations was important, as it influenced the rest of the design of the 
Hippogriff Kingdom, from aesthetics to architecture. 

—ALEXIA TRYFON, CONCEPT DESIGNER 
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Hippogiiff wall painting 
Art by Alexia Tryfon 
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Hippogryphs 


Artby Rebecca Dart 
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Hippogriffs: Fin to Feather 


When the beautiful Seaponies magically transform into the majestic Hippogriffs, 
there were certain design elements we wanted to cary through both versions— 
for instance. their wings become translucent fins. They had to look like the same 
character in two different forms. 


— REBECCA DART, ART DIRECTOR 
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Generic Female/Male Seaponies 
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Seaquestria 


Art by Laura Bifano 
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Art by Laura Bifano 


Seaquestria 


Since the Seaponies transform into Hippogriffs, we wanted to cary 
over some of the same 


design language of the Hippogriff Ruins into 


the Seapony underwater kingdom. The Hippogriffs' homes are made 


from living trees, so the Seaponies' homes are made from the aquatic 
equivalent, coral. Being underwater, where gravity is lessened, the 
Seapony city could hang from the basalt cavern ceil 


an upside- 


down version of the abandoned city above. 
These explorations by Alexia were incorporating more of the basalt 


tock into the Seapony city, but then we decided to move into a more 


organic direction. 
— REBECCA DART, ART DIRECTOR 
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Queen Novo 


Once the majestic Queen of the mighty 
Hippogriff Kingdom, QUEEN NOVO and 
her subjects were forced to flee when 

the Storm King invaded their land, 
using Hippogriff magic to transform into 
Seaponies. Now, hiding far beneath 
the ocean, Queen Novo rules over 
the beautiful underwater kingdom of 

Seaquestria and enjoys the finer things in 
life, like seaweed wraps and massages 
from an octopus named Jamal. Even 

though Queen Novo claims that she and 
her subjects made the right decision to 

flee their beloved home, she secretly 
yearns for the life she once knew above 
the waves. She is the mother of the 
chatty undersea Princess Skystar. 


Dec 


16th, 2015 


Queen Novo as Hippogriff 
and Seapony 


The one constant design element that has carried Queen Novo 
through all the iterations of Queen Novo is her peacock 
motif. Okay, | know, | know, peacocks are male and it’s 
the peahens that are female, but we're talking character 
design, not natural science. 

We took inspiration from weedy sea dragons, a type 
of seahorse, for her underwater form and we knew we 
wanted to integrate beautiful bioluminescense into the 
Seaponies from the start. Queen Novo's early designs were 
quite complex and needed to be simplified for animation 
purposes, as well as to better integrate them into the 
My Little Pony world. When working in visual development 
it’s all about getting ideas out and then seeing which ones \\ 
work best for the character and story, then homing in on 
the ones that work and discarding the ones that don't. 
Sometimes there's an idea you love but it just isn't working, 


and you have to remove your ego from the process and 
say to yourself, “What is best for the movie?” 
— REBECCA DART, ART DIRECTOR 


Princess Skystar 


Bubbly, chatty, curious, and forever 
bored, young PRINCESS SKYSTAR 
passes the time by making friends 
out of shells and giving them names 
like Shelly and Sheldon. Desperate 
to discover new friends and 
‘adventures, Skystar is thrilled when 
the Mane Six discover her world 
and is ultimately the only Hippogriff 
to help the Ponies in their quest. 


TOP AND 80TTOM: Art by Michaela Martin 


Seaponies 


His design was 


Jamal is a cute octopus butt 


all about keeping it simple 


is so small) while still including all the 


eyes, the 


important “butler bits" like the clos 
mustache, the exaggerated back bend, and 
the coiffed fin piece 


— ANGELA AN, CONCEPT DESIGNER 
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better if she was lonely and didn't have sisters, 


so they became background characters 


— REBECCA DART, ART DIRECTOR 
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Seapony Concept Art 


Art by Joy Ang 
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Art by Jaqueline Anderson 
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Art by Alexia Tryfon 


Seapony Prison 


THEODORE 


Art by Angela An 


Seapony prison ideas that didn't make it into 


the movie. Theodore was the guard and 


ated the prison by making a bubble in his 


‘e to the other animal 


— REBECCA DART, ART DIRECTOR 


Seapony Concept Art 


Early concept art for undersea musical number 
Design by Tony Cliff, paint by Joy Ang 


a © Design by Tony Cliff, paint by Joy Ang 
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Storyboards for the opening Seapony sequence 
of My Little Pony: The Movie 


A lot of the film was re-boarded multiple times by several different people 
as we worked out the details of the story. Then, as we gathered panels as 
“footage,” the editors had options to choose from to build the scenes. It 
wasn't really planned that way, but that's how it ultimately worked out. 
So as you would watch the animatic, the style of drawing would change 
drastically as the panels switched between artists. Once we were happy 
with a scene we would decide whether or not it was worth having one 
artist go back over the scene and draw it again in one style to make the 
viewing easier to understand. In most cases, the scene then went to the 


pre-visualization department to have a 3-D set and character proxies built 


so the director of photography could shoot the scene with a 3-D camera. 
This opened up more options for shots and actions to play out with 
movement as the pre-visualization animators added simple character 
acting to be used as reference for the Harmony animators. 

Not every sequence went through a pre-visualization pass due to time 
constraints. In those cases we tried to add to the boards and get them as 
close as possible to what the director of photography wanted to shoot with 
the time and resources we had. In the case of the Seaponies sequence, what 


you see in final is pretty close to a shot-for-shot rendition of the storyboard. 


—JAYSON THIESSEN, DIRECTOR 


144 


Art by Rebecca Dart 


An early concept for a scene of the Ponies and Spike spending the night in the Hippogriff temple after leaving the Seaponies. 
Art by Rebecca Dart 


Deleted Scenes 
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Captured by Tempest 


Art by Rebecca Dart 


‘ ‘ — REBECCA DART, ART DIRECTOR 
jempest po! 


Art by Jaqueline Anderson, design by Rebecca Dart 


Tempest 


Art by 
Luke Buxton 


King throne room cone 
Art by Alexia Tryfon 


Deleted Scenes 


‘An early concept for a scene atter Twilight Sparkle is captured. 
‘Att by Tony Clif 


Storyboards for the above scene from the original beat board pitch in October 2015. 
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Deleted Scenes 


An early concept for a scene where the Hippogrifis join the Ponies as they travel with the pirates to rescue Twilight Sparkie. 
Art by Tony Clift 


NEW STAFF 


OLD STAFF, 


“Sv 


Art by Rebecca Dart 
Art by Clive Powsey 


Art by Rebecca Dart 


As the story evolved, the ff of from the 


Storm King's weapon of power to a found object originating 


from tt € of Harmon) 
e di had to reflect this, so we made the staff more 
rootlike and chose colors closer to its origin. 


— REBECCA DART, ART DIRECTOR 


Final Battle 


There was a version of the ending where the Hippogriffs swoop in to save the day. Using their powerful wings they battle the 
Storm Creatures and drive them away, but the overall feeling was that the Mane Six should be the heroes, so the ending 
pivoted to include them more. 

— REBECCA DART, ART DIRECTOR 
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Magic Returns to Equestria 


When the magic is released from the staff and flows back into 
Equestria, we were toying with the idea that the Ponies would 
transform into a special version of themselves to do final battle 
with the Storm King, but we felt this had been done in the 
series so the idea was abandoned. 


— REBECCA DART, ART DIRECTOR 


As the Storm King is defeated, all the magic of 
Equestria, which was channeled through the 
princesses, flows back into the land. The Storm 
King underestimated the power of friendship 
because he only saw the cute, sparkly surface 
and didn't take it seriously. 

We have seen Canterlot in a rough and 
broken state for so long, we needed to end the 
movie with it looking beautiful again. A colorful 
sunset seemed to be appropriate and it helps 
to set up the nighttime concert for Songbird 
Serenade. There is a bit of symbolism in there too, 
with Equestra retuming to its true form with the 
sky being in twilight. 

— REBECCA DART, ART DIRECTOR 


Art by Alexia Tryfon 
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Afterword 


by Jayson Thiessen 


Director 


'm often asked what makes something like My Little Pony so 
beloved. Why do these colorful, talking, cartoon-magic Ponies 
captivate so many people around the world? 

My answer: believability. 

Regardless of how fantastical or stylized the imagery, My Little Pony 
makes you believe in it. That's what the magic of good storytelling is 
all about. It sucks you in and makes you care about the characters 
and the world it creates. Once a story has you feeling that it’s real, 
you're hooked! 

How do you make characters feel real? Give them history, a 
backstory that influences their behavior, and personal hopes and 
dreams. Let them feel real emotion: anger, frustration, joy, fear, 
sadness, and failure. Let them be flawed and make mistakes, playing 
against their type. “To err is human," the saying goes, so when the 
Ponies err it helps them seem more relatable. So even though they 
are fantastical creatures in a brightly colored, animated world, 
they're still “people.” Everybody has that one “Fluttershy” friend, ora 
“Rainbow Dash" in their life. | probably identify the most with Twilight 
Sparkle because of my role as director, my quest for perfection, and 
the anxieties of not having it all figured out all the time. | sometimes 
identify people in my own life as having qualities similar to various My 
Little Pony characters. They are archetypes in Pony form. 

What Lauren Faust so brilliantly and beautifully created with My 
Little Pony: Friendship Is Magic is just the right mix of different 


archetypes that oppose each other in ways that create friction and 
make their exploits fun to watch. She knew that making all of them 
pleasant, sweet, perfect friends would be vapid and boring—and 
about as believable as a handful of fairies. Real people are complex 
and don't always make the right decisions. Even if their intentions are 
altruistic, they can bypass their better judgment for the quick and 
easy path. Twilight Sparkle, with all her experience and knowledge, 
can still make big mistakes when placed in certain situations. 

The Mane Six have been through a lot in the five TV seasons 
before we started making the movie (and the two seasons during 
movie production), and their friendships had been firmly solidified, 
so we had to push them out of their comfort zone in order to test 
them. Never in the series had they truly traveled beyond Equestrian 
borders, so there was a complete blank slate where we could really 
put them through the ringer. Outside Equestria, all bets were off, and 
we could invent anything we needed, free of canonical restrictions. 
Leaving Equestria behind was actually keeping things simpler. 
Despite that, it is still quite an ambitious film that ended up involving 
far more characters than most animated films of this type, and that 
was even after we trimmed it down from where it was originally! 

The My Little Pony universe has so much to offer, we could have 
easily made a much longer film. Early on, we planned on diving 
deeper into each of the characters’ experiences on the journey, 


ensuring that they all had an equal moment that challenged their 


friendship values, but we soon realized that there's just too many 
of them to fit everything we wanted into 85 minutes. I'm sure that 
fans will want to add their own takes on the world of the feature 
film that we created to explore avenues we couldn't go down, and 
why not? 

I'm often impressed by the My Little Pony fandom at large and 
how much energy they put into creating original art and animation 
celebrating the Ponies. I've had the honor of being invited to a 
number of conventions around the US and Europe as a VIP guest and 
meeting fans of the show in person. This is when | truly understood 
the impact of the Ponies on real people and how much they mean 
to them. Some have told me heartwarming stories of how they've 
made meaningful friendships after joining the fandom and that their 
lives have turned around as a result. 


That kind of thing doesn't happen unless there's something for 
people to believe in, and the characters are not the only thing My 
Little Pony has to offer. The lessons in friendship that the characters 
experience cary a lot of weight as well. It's something | can really 
get behind, which is incredibly important for someone in my position. 
If | don't support the message that the story is trying to convey or 
love the characters who are driving it, | simply can't do my job. 

I'm very proud of the accomplishments we've achieved on My 
Little Pony: Friendship is Magic. The show has come a long way from 
when it debuted in 2010 as a Saturday morning cartoon, through 
seven TV seasons and now a feature film! | thank everyone who 
contributed their hard work and dedication to making this franchise 
what it is, and especially Lauren Faust for her talent and vision in 
creating something worth believing in. 
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